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Trick and Honor Values. 

Bach trick over 6 in spades counts 9, in clutK 
In diamonds 6, in hearts 8, in no-tmmp IS. 

8 honors held between partners 9 ^ 

4 «» «♦ »♦ ♦♦ 4 ] Times 

6 " ** ** " -.-. 5 I — ^^* 



Value 
of 



4 honors in one hand 8 

4 honors in one hand and 6th in i ^he 

partner's 9 1 Trump. 

5 honors in one hand 10 ' 

ACES ARE Honors in No-trump. 

8 aces between partners count 80 

4 aces between partners count 40 

4 aces in one hand count 100 
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INTRODUCTION. 

The author of this book has endeavored 
to write a simple, concise treatise espe- 
cially designed for beginners — ^and yet set- 
ting forth all the conventions and best 
known principles of the game. The gen- 
eral rules for the make, the accepted leads 
indicating certain combinations of cards* 
and denying other combinations, have been 
formulated as simply as possible, making 
it easy for beginners at the game to read 
partner's hand, and thus direct them to 
their own best line of play. 

The principles of placing the lead, hold- 
ing up the control of an opponent's suit, 
finessing, leading through strength and up 
^weakness, discarding to the best advan- 
tgft, unblocking, have all been carefully 
o^sidered from the standpoint of a 
tocher. Many points may seem to the 
advanced player to be stated too simply, 
but this same simplicity may appeal to the 
o^giuncr, 

4i* 



VOCABULARY. 



BlocWug » Suit — ^Retaininer hlerh cards In 
one hand so as to present the other hand, 
which contains the grreater number of cards 
of the suit, from getting the lead and 
making them. 

Book — ^The first six tricks taken by the 
same partners. 

Mxiaging in » Bnlt — ^Making tricks in a 
suit after it has been established, when 
the adverse trumps are exhausted. 

By Cards — ^All tricks made over and 
above the book. 

Call fox » Buff — ^The play of an unneces- 
sarily high card on the first round of a 
suit, followed by a lower one, in the same 
suit. Indicates that you can trump the 
suit on the third round. 

Cards of Be-sntry-i-Master cards in a 
suit, which give one the lead. 

Chloaiie — ^A hand which contains no 
trumps. 

Command — The control of a suit, enabling 
the player to take the trick when the suit 
is led. 

CoiiT«ntion — ^Any method of play, the 
object of which is to give information to 
one's partner. 

Coup — ^A brilliant piece of play. 

Coraring — The play of a card by the 
second hand of higher value than the card 
led, yet not the best in the suit. 

Cross Bnfllng — ^When two partners can 
alternately trump different suits. 

Cnttlng — The act of dividing the pack 
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when presented by the dealer or of drawing 
for the choice of seats, cards, and deaL 

DeallBC^— The distribution of the fifty-two 
cards to the respective players, all the cards 
being dealt face downward. 

Plsoardlng — ^When you are unable to fol- 
low suit, and do not play a trump to the 
trick. 

DoubllBV — When the dealer's adversaries 
double the value of the trick points, by 
means of doubling the declaration. 

Double Caiiicaae — No trumps contained In 
the hand of a player or hie partner. 

Doubtfol CMd-^A card led which is not 
the best card of the suit, yet may take the 
trick. 

Dvmaiy — The dealer's partner, whose 
cards are exposed on the table after the 
Initial lead has been made. 

Eldest Xaad — The player on the left of 
the dealer. 

Szposed OavAs — Cards played in error, or 
dropped face upward on the table. 

BfltabUfllied Bolt— A suit in which the 
same side can take all the remaining tricks. 

TtJam OmAs — Cards that are played with 
the intention of deceiving the opposing side 
as to the other cards held in the suit. To 
illustrate, if you hold the ace and king of 
a suit, play (on an opponent's lead) the ace 
denying (in whist parlance) the king. 

Viiiessliig^ — ^Any attempt to take a trick 
with a card which is not the highest held, 
nor in sequence with It 

Tlrst MmoA — The leader or first player to 
a trick. 

rorelBg — Compelling a player to trump. 

rorelBg DiMMurd*— Leading a suit which 
compels an opponent to throw away cards 
of another suit 
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combination of cards In 
one hand Immediately above and below the 
card led, such as kiner* knave, held over 
the queen. 

Tourth. Best — The fourth best card count- 
ing from the top of the suit. As for in- 
stance, th'e six in a suit containing ace, 
knave, nine, six, and two. 

Oxaad 81am — One side winning all thir- 
teen tricks. 

Guarded Cards — Cards which cannot be 
caught by being led up to, yet may be lost 
if led through. 

Onarded Sutta — ^Those suits in which fhe 
adversaries cannot take every trick by 
leading the suit out. 

XaaiA — ^The cards dealt to one player. 

y^ii^fpy ijp — To retain the command of 
a suit until leader's partner cannot put him 
in. 

Xononr — In a suit declaration the ace, 
king, queen, knave, and ten. The four aces 
in no trumps. 

Jbaader — The one next to the left of 
dealer. 

Ttsafllng — The play of the first card in 
any trick. 

Uttla 81am — One side winning twelve of 
the thirteen tricks. 

Jkmg Bvlta — Those suits which originally 
contain four or more cards of a suit in one 
hand. 

Xrioivm All — When there is no score on 
either side. 

Master Card — ^The best remaining card 
of a suit. 

MiadMO — ^Any failure In the correct dis- 
tribution of the cards. 

Odd Triok — The first trick made after the 
*n90ok'* by the same partners. 
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OriiriBAl &«ftd — The initial lead in a game, 
when Dummy's cards are not yet exposed. 

P«iiiiltliiMt« — ^The lowest card hut one of 
a suit. 

Plain Suit! — Those suits which are not 
trumps. 

Pona — ^The player at right of dealer. 

Quart Major— The ace, king, queen, and 
knave of a suit. 

QiUnt Major — The ace, king, queen, 
knave, and ten of a suit. 

Quitted Triok — ^A trick which has been 
turned and quitted. 

Be-donblinir — ^The act of doubling when 
there has already been a double. 

Xenoiinoe — ^Failure to follow suit, having 
no cards of the suit. 

Xevoka — ^Not playing a card of the suit 
led when a card of the suit is held. 

Bnbber — ^When the same partners win 
two games out of three. 

BnHliiir — Trumping a suit. 

Baoond Band — The second player to a 
trick. 

Baquanoe — ^A number of cards next each 
other in value as king, queen, knave. 

Short Suits — Those suits which originally 
contain less than four cards of a suit in 
one hand. 

Shuffling — To change thoroughly the posi- 
tion of the cards in a pack in respect to 
each other. 

Singleton — ^A suit containing only one 
card. 

Supporting Cards — Cards which are not 
likely to win tricks themselves but are 
played with the object of strengthening the 
partner's hand. 

Tenaoa — ^The best and the third best cards 
of any suit, ace and queen if the king has 
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not been played. The king and knave is 
called the Minor Tenace. 

TliSrd Hand — The third player to a trick. 

Unblookiag' — Getting out of the way of 
your partner's hand when it contains a 
grreater number of cards of thQ suit than 
yours does. 

Undexplaying — ^Retaining the best card of 
a suit and letting another win the trick. 

TarboroQgli — ^A hand containing no card 
as high as a ten. 

ToimgMr Hand — Partner of original 
leader. 



BRIDGE. 

CARDS AND PLAYERS. 
The game is played with a full pack of 
fifty-two cards and usually by four persons 
arranged as partners. 

CARD VALUES. 
In playing the hands the ace is high and 
the deuce is low. Suit led must be fol- 
lowed if possible. With no suit in the 
hand, trump or discard. When playing 
"no-trump" the highest card of suit led 
secures the trick. 

FORMING TABLES. 
. Where a larger number of persons than 
four are to engage in play the arrange- 
ment of tables, partners, etc., is decided 
' according to Articles 17 to 22 in the Laws 
of Bridge. (See page 47.) 

• CUTTING. 
The cards are shuffled and spread face 
downward on the table. Each player se- 
lects a card and the one drawing the low- 
est card has the deal. In cutting, the ace 
is the lowest card. If a player exposes 
more than one card he must cut again. 
Should the two players who cut lowest. 
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secure cards of equal value, they shall re- i 
cut. 1 

DEALING. 

The full pack must be shuffled by the 
dealer and then cut by the player at the 
right The cards are then dealt face down- 
ward, one at a time to the left, until all 
are used and each player has thirteen 
cards. There is no misdeal in Bridge. 

DECLARING TRUMPS. 

The dealer has the right to determine 
the trump suit, or to play without trumps, 
usually called "no-trumps." Should the ' 
dealer's hand not warrant a declaration the | 
make is passed to the partner, who must 
make the trump. The declaration once 
made cannot be changed. 

THE GAME AND THE RUBBER. 

There are two scores in Bridge, trick 
and honor scores. Trick points win the i 
game, and these points are made by attach- | 
ing a certain value to each trick, above 
six, taken by the same partners. (See 
table, page i8.) A game consists of 39 
points, obtained by tricks only. Every deal 
is played out and any points in excess of 
30, necessary for the game, are counted, 
but only one game can be won in a de^l. 

Honors are ace, king, queen, knave, and 
ten of the trump suit, or aces only, w'.ien 
no-trump is declared. 

Honor points are a separate score and > 
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I are credited to the original holders and 
are valued according to the trump suit. 
CSee table, page — .) 

The rubber is the best two out of three 
games. If the first two games be won by 
the same partners the third game is not 
played. The side winning the rubber adds 
100 points to its total score. 

DOUBLING. 

After the trump has been declared each 
adversary, in turn, may increase the value 

, of tricks by doubling. Leader has the 
first right to double. He gives up the 

^ privilege of doubling by saying, " May I 
lead, partner?" then partner has the right 
to double. Partner gives up privilege of 
doubling by saying, "Lead, please." 

RE-DOUBLING. 

If cither leader or his partner has 
doubled the trump, dealer or his partner 
may re-double. Maker has the first right. 
If he wishes to re-double, he says, " I 
re-double," or, "Go back." If he does 
not wish to re-double, he says, "Enough." 
If maker re-doubles, opponent who has 
doubled may again re-double; if he is sat- 
isfied, then his partner may re-double. If 
opponent or his partner re-doubles, and 
maker says "enough," his partner may 
then re-double. Doubling may be stopped 
by any player when the value of a trick 
reaches lOO. Doubling does not affect the 
^ honor score. 
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DUMMY HAND. ' 

As soon as the eldest hand has led, the 
dealer's partner shall place his cards fac 
upward on the table, and the duty of play 
ing the cards from that hand shall devolve 
upon the dealer, unassisted by his partner. 

After exposing his cards, the dealer's 
partner has no part whatever in the game, 
except that he has the right to ask the 
dealer if he has none of the suit to which 
he may have renounced. (See Articles 62 
to 66 m Laws of Bridge.) 



ETIQUETTE OF BRIDGE. 

^'Hearts, " 

or 

'•I make it HeartA." 



•*llayllead?" 

or 
••I double." 



B 
Dummy 

Leader 

Bldegt 
hand 

Dealer 

A 



Z 

Pone 



"I double," 
or 
''Lead, please.' j 



**I make it no Trumps," 

or • 

*'Make it. Partner." 

The following rules belong to the estab- 
lished etiquette of Bridge. They are not 
called laws, as it is difficult, — in some cases' 
impossible,— to attach any penalty to their 
infraction, and the only remedy is to cease 
to play with players who habitually dis- 
regard them. 



CORRECT BRIDGE 17 

' From the nature of the game, acts and 
words convey a very distinct intimation to 
a partner. To do so, is to offend against 
" the proprieties of the game. 

'. Declarations should be made in a simple 
manner, as, " I make it hearts," or, " Make 
it, partner." Nothing should be done or 
said by the declarant, which may afford an 
indication of the hand which he holds. A 
player should avoid any unnecessary hes- 
itation, in passing the trump declaration tQ 
his partner. Similarly, a player who has 
the first right to double or re-double, 
should not decline to exercise that right 
and so pass it to his partner, after an un- 
necessary hesitation, or after giving any 
well-marked indication of doubt or per- 
plexity. 

A player who has looked at his cards 
ought not to give any indication, by word 
or gesture, as to the nature of his hand, 
or call the attention of his partner to the 
score of the game. 

A player who desires the cards to be 
placed, or who demands to see the last 
trick, should do it for his own information 
only, and not in order to invite the atten- 
tion of his partner. 
It is unfair to revoke purposely; having 

^ ' made a revoke, a player is not justified in 
' making a second in order to conceal the 
first 
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VALUES OF TRICKS AND HONORS. 



WHEN THERE ARE NO TRUMPS- 



i 



Each Trick above Six is worth 

Three Aces (either in one hand or di- i 
vided between the two hands) count, j 

Pour Aces (divided between the two 1 

hands) count ] 

Four Aces in one hand connt 



WHEN TRUMPS ARE— 



Each Trick above Six is worth 

Three Honors count 

Four Honors count 

Five Honors count 

Four Honors in one hand ) 
count J 

Four Honors in one hand, 
and Fifth in partner' 
hand, count , 

Five Honors in one hand ) 
count j 

Chicane counts 






GIIIMO SUM counts.... 40 LITTLE SLM counU... tt 



GRAND SLAM. 
Winning thirteen tricks, scored inde- 
pendently of the revoke or lead out of 
turn penalty adds forty points to honor 
score. 

LITTLE SLAM. 
Winning twelve tricks similarly scored 
adds twenty points to the honor score. 

CHICANE. 
Any player void of trumps, has chicane, 
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and adds to his partner's honor score, or 
reduces adversaries* honor score, by the 
value of simple honors. 

ILLUSTRATIVE SCORE. 

Deal I. A-B score 4 by tricks 
in hearts = 32, winning the first 
game. A holds ace, queen of 
trumps; B holds king (2 by hon- 
ors) = 16. 

Deal 2. Y-Z score 5 by tricks 
in clubs = 20. Y holds king, 
queen of trumps; Z holds ace, ten 
(4 by honors )= 16. 

Deal 3. A-B score 6 by tricks 
in spades = 12. A holds ace of 
trumps; B holds king, queen, 
knave, ten (9 by honors)=i8. 
A-B also score 20 for Little Slam. 

Deal 4. Y-Z score the odd trick 
in diamonds doubled = 12, win- 
ning the second game. Y holds 
ace, queen, knave, ten (8 by hon- 
ors) 1=48. 

Deal 5. A-B score 3 by tricks 
in no-trumps = 36, winning the 
deciding game of the rubber. A 
holds two aces; B holds one 
(three aces) =30. A-B therefore 
win the rubber for which they 
add 100 points to their score. 
Both sides now add up their full 
totals. A-B's total = 264; Y-Z's 
total = 96. Number of points 
won by A-B on the rubber, 168. 



A-B 

m 
» 
It 

16 

82 

12 

86 


z-r 

46 

16 

20 
12 


161 
100 

26ft 

96 

160 


96 
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PLAY TO THE SCORE. 

Before the trump is declared, know the 
score. It is impossible to become a suc- 
cessful player at Bridge unless the exact 
condition of the score is known at each 
deal. As soon as trump is declared, cal- 
culate the number of tricks necessary to 
win the game. If it is your declar- 
ation, secure the desired points as quickly 
as possible. After game is secured take 
chances, but not before. If it is adver- 
saries' declaration, plan your play to pre- 
vent their winning. 

Do not venture a doubtful no-trump 
declaration when you are sure of winning 
the game on a suit declaration. The few 
additional points possible should not be 
considered when game is in sight. 

When ahead in the score, or a game in 
the lead, make a conservative declaration. 
When you are behind you are justified in 
taking chances. 

Remember that winning the rubber adds 
100 points to the score and make the trump 
and play the hand with that in view. 

MAKING THE DECLARATION. 

It is difficult for the beginner to under- 
stand the reason for certain rules which 
govern the make. If he follows consist- 
ently the rules he will win more often than 
he will lose. 

To rightly estimate the value of a hand 
requires good judgment and experience, 
but the general rules are simple. When 
the dealer takes up his hand, he should, 
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before making any declaration or leaving 
it to his partner, be influenced by three 
considerations, (I) the score, (II) the pos- 
sibility of making game, (III) honors. 

DEALER'S NO-TRUMP DECLARA- 
TION. 

The first thing for ^dealer to decide is 
whether he holds a no-trump hand. This 
declaration has the highest trick value and 
the play olE the hand favors the dealer, as 
he is in a better position than opponents to 
establish his longest suit 

The main requirements of a no-trump 
hand are, that you should be guarded in 
three suits. To be guarded in a suit, you 
must hold, at least, an ace; a king and 
two others, one being an honor; a queen, 
knave and one other; knave, ten and two 
others. 

ROBERTSON RULE. 
Perhaps the best test of a no-trump hand 
for the beginner is contained in what is 
commonly known as the "Robertson 
Rule." In actual play, it produces satis- 
factory results, as it enables the novice to 
make no trumps ,on a strong hand, which 
otherwise he might have passed. The test 
is simple enough. You reckon an ace as 
7, a king as 5, a queen as 3, a knave as 2, 
and a ten as one, and if the addition of 
this modest sum in mental arithmetic totals 
pot less than 24, and at least three of the 
suits be guarded you have a sound no- 
trump hand. A singleton ace counts four 



22 CORRECT BRIDGE 

only, a singleton king, 2, and a singleton 
queen, i. The advanced player will, as a 
matter of fact, be satisfied to make no- 
trumps should the number of points under 
the Robertson Rule read 21, but the be- 
ginner must not be too enterprising. He 
can afford to bide his time until wider 
experience will allow him to make up to 
his full strength. 

GUIDE FOR DEALER'S NO-TRUMP 
DECLARATION. 

Holding 4 aces (no exception to this 
rule). 

Holding s oces, unless you hold a strong 
enough red suit to go game, and have a 
very weak side suit. 

Holding 2 aces, and sufficient protection 
in third suit to prevent adversaries estab- 
lishing it. 

Holding I ace and protection in all the 
suits. 

Holding I long established black suit 
(ace, king, queen and three small) and 
one other ace. 

No-trump make on 2 aces is better if 
neither of aces is alone; it is frequently 
important to pass one or two rounds of an 
adversary's suit by holding up ace. It is 
also a better make if your strength is in 
the red suits, as you are probably not 
spoiling a big honor score in red suits in 
partner's hand. A great advantage in mak- 
ing a no-trump on two aces and the third 
suit protected is that partner knows you 
will not pass to him when you hold two 



CORRECT BRIDGE 



23 



aces unless the rest of your cards are 
worthless. 

If the score be desperate (and you must 
have either no-trump or a red make), 
make no-trump in preference to a light 
red make. 

GUIDE FOR DEALER'S HEART 
DECLARATION. 

Holding 7 hearts. 

Holding 6 hearts with i honor, and 
some outside strength. 

Holding 5 hearts with three honors. 

Holding 5 hearts, ace, king at the head. 

Holding 5 hearts with two honors, with 
one outside trick, or with a good five-card 
plain suit. 

Holding 5 hearts with one honor and 
two or three outside tricks. 

Holding 4 hearts with 4 honors. 

Holding 4 hearts with three honors with 
two outside tricks, or a good side suit. 

Be cautious in making no-trump with 
three aces, if you hold a good heart suit, 
generally make a heart in preference. 

EXAMPLES OF HEART MAKES, 
NOT NO-TRUMP. 



▼ 


♦ 


♦ 


4 


AK43 2 


73 


A42 


A48 


KKn 10 6 4 


A42 


A73 


A2 


AKQ 10 


AQ8 


A 32 


10 9 8 


KQJ9 2 


A 


A2 


KQ4d2 
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GUIDE FOR DEALER'S DIAMOND 
DECLARATION. 

The instructions given for the heart 
make when holding three or more honors 
also apply to the diamond declaration. 
When you hold five diamonds with only 
two honors, strength in other suits should 
be greater. When there is a question as 
to the declaration of no-trump or dia- 
monds declare no-trump and take the 
chances; with the score at 24, declare 
diamonds if you are certain of the odd 
trick 9nd there is any doubt on a no- 
trump declaration. 

The diamond make is generally known 
as the Deadly Diamond and is avoided by 
most Bridge players. More hands go to 
pieces on it than on any other declaration. 
It is essentially a score make. 

GUIDE FOR DEALER'S CLUB DEC- 
LARATION. 

Never declare clubs unless the score is 
i^ or more points and the hand strong 
enough to win the game. 

GUIDE FOR DEALER'S SPADE 
DECLARATION. 

Never declare spades offensively, unless 
the score is 24 or more points, and the 
hand strong enough to go game. 

DEFENSIVE SPADE DECLARATION. 

If dealer's hand contains no semblance 
of a trick, he makes a spade to prevent 
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partner's making no-trump or a red suit — 
at a great loss. 

As in everything else pertaining to 
Bridge, so in the consideration of de^ 
fensive declarations the score has to be 
taken into account. Consequently, if op- 
ponents are very far advanced and require 
only a few points to win the game, throw 
caution to the winds, and leave your fate 
in dummy's hands. 

PASSED MAKES. 

Dummy bears in mind the rules for the 
original make, but uses more discretion in 
the red suits as partner indicates weakness 
in them by passing. A king or queen 
twice guarded with small cards is not 
worth as much in dummy's hand as in 
dealer's hand, because these cards are led 
through and liable to be lost. When oppo- 
nents are ahead on the score and pai;tner 
passes, he hopes for a game hand; if your 
score is 28, partner does not care what 
you make it. 

Adversaries have the advantage as hand 
is exposed. A passed no-trump make, 
weak in red suits, is unsound. Don't make 
trump red holding less than four tricks. 
Make to lose as little as possible. 

Consider the score more carefully than 
in an original make, and remember that 
partner also knew the score and made no 
venture. 

The passed make is one of the most 
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difficult propositions in Bridge and re- 
quires much sound judgment and ex- 
. perience to make soundly and you will 
find plenty of criticism whatever you make. 

DOUBLINa 

^ Beginners at Bridge should be very cau- 
tious in regard to doubling. Be content 
at first to play the game simply and 
soundly. 

The opportunities for doubling are rare 
if the make is sound, but you may double 
no-trump if you hold six sure tricks and 
a possible seventh. Double hearts, dia- 
monds, or clubs if you hold five sure 
tricks, and a possible sixth, or spades if 
you hold four sure tricks, and a possible 
fifth. 

How to count the tricks in a hand. Ace 
and king with one small count 2 tricks, 
if the suit is longer, either ace or king 
may be trumped. King, queen and one 
small is worth one trick. Queen, knave, 
ten, one possible trick. 

The probability of making trump tricks 
depends upon your position with reference 
to maker. On the right side of the maker, 
ace, queen and one counts only one sure 
trick, as the trumps are liable to be led* 
through, and the queen killed. On the left 
of maker they are worth two tricks. If 
you hold ace, king, or king, queen and two 
small, they are worth two tricks. Five 
trumps with two honors are usually worth 
three tricks. 
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CONSIDER THE SCORE IN 
DOUBLING. 

When the odd trick scores game for you, 
don't double unless you have seven or more 
sure tricks. 

When the odd gives game to opponents 
but not to you, take longer chances; when 
a spade make has been re-doubled, con- 
sider the club suit, if you are able to pro- 
tect it, you may chance a re-double, as this 
is the suit most often made in a doubled 
spade declaration. 

You may double a spade declaration 
without strength in trumps, depending on 
your suit, but not hearts, diamonds, or 
clubs, as these declarations always indi- 
cate trump strength, not always so the 
spade declaration. 

Dealer often re-doubles to the score. 

He knows opponents win the game if 
they win the odd, and his re-double may 
win the game for him. 

HEART CONVENTION. 

When you are leader and partner has 
doubled a no-trump make, lead your best 
heart; partner never doubles a no-trump 
make, unless he is willing to have a heart 
led. 

LEAD WHEN PARTNER DOUBLES 
A SUIT DECLARATION. 

When partner doubles a suit declaration 
he indicates some strength in trumps (ex- 
cept when he doubles a spade), but dbes 
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not necessarily want a trump led. It is 
unsound to lead trumps up to the maker, 
sometimes lead through the dummy hand 
when dummy is maker. 

It is safer to hold the trick if possible, 
until you see the dummy hand, then lead 
through if it seems advisable. 

No hard and fast rules can be given for 
this situation. 

THE PRINCIPLES OF PLAY 
AGAINST A TRUMP, AND A NO- 
TRUMP DECLARATION ARE EN- 
TIRELY DIFFERENT. 

Against a trump declaration hold lead 
in order to see dummy's hand. Make high 
cards before they are trumped. Indicate 
to partner your holding by your lead. 
Against a no-trump declaration make a 
long suit which may be maker's weak 
point. 

ORIGINAL LEADS IN A TRUMP 
DECLARATION. 

If you open an ace suit, lead ace unless 
you hold with it king. (Ace followed by 
king means no more of the suit) 

Ace, queen, knave, lead ace then queen. 

Any suit in which you hold king, and it 
has with it either queen or ace or both, 
lead king. With two suits each contain- 
ing king, select the one with ace, in order 
to hold trick until dummy's hand is ex- 
posed. 

Ace, king, queen, lead king then queen. 
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Queen is led from queen, knave, ten, 
witii or without others, or from queen, 
knave, nine and others. 

Ten is led from king, knave, ten, with 
or without others. 

Knave is always led from top of a short 
suit or from a long suit headed by knave, 
ten, nine, or knave, ten. 

ORIGINAL LEAD IN NO-TRUMP. 

Lead longest suit. Lead of ace, king or 
queen, indicates great strength (either high 
cards or length in suit). 

Partner prepares to unblock. 

Lead Ace, holding: 

Ace, queen, knave and others with re- 
entry. 
Ace and 7 or more others. 
Ace, queen, with 5 others. 
Ace, knave, with 5 others. 

Lead King, holding: 

Ace, king, queen, with i or more. 
Ace, king, knave and 2 others. 
Ace, king, ten and 3 others with re- 
entry. 
Ace, king and 5 or more others. 
King, queen, knave 'and others. 
King, queen, ten and others. 
King, queen and 5 others. 

Lead Queen, holding: 

Queen, knave, ten, i or more others. 
' Queen, knave, nine, i or more others. 
Ace, queen, knave and others without 
re-entry. 
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Lead Knave, holding: 

Knave, ten, nine and others. 
Lead Ten, holding: 

King, knave, ten, with or without 
others. 
Lead fourth best from other combina- 
tions. 

SHORT SUIT LEADS. 

Lead top of a three card suit if headed 
by sequence, except when ace heads the 
sequence, follow with next lower in 
sequence. Lead top of three card suit if 
headed by card lower than the queen. 
This is called a strengthening lead, in the 
hope it may benefit partner's hand. 

Lead top of two card suit. 

LEADER'S PLAY AGAINST NO- 
TRUMP DECLARATION. 

Usually lead longest stiit (unless part- 
ner has doubled, then lead your best 
heart). 

If your longest suit consists of four 
cards, headed by a single honor, sometimes 
open from top of a sequence combination, 
as queen, knave« ten, in the hope it may be 
partner's suit. 

There is always one weak spot in mak- 
er's hand; your long suit may prove to 
be that spot and you will be able to estab- 
lish your suit. You may need a re-entry 
card to make this suit, so don't give up 
your high cards at no trump in order to 
see the dummy hand; hold on to them for 
future use. 
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If there is a long suit in dummy's hand, 
and no other good cards, don't give up the 
commanding card in the suit until forced 
to do so. Wait until dummy's partner can- 
not lead the suit again. If dummy has re- 
entry play the commanding card at once. 

Your lead at no-trump should be a low 
card unless you have high cards enough to 
be reasonably sure you will exhaust the 
suit on the lead of your high cards. The 
low card gives partner a chance to take a 
trick or force out a high card, and leaves 
him with a card of the suit to return to 
you later on. 

Always indicate your exact holding so 
I»artner will unblock; if you lead an honor 
he plays you for three honors or seven in 
suits and plays accordingly. 

If you have two suits of equal length, 
opeii the one headed by a sequence rather 
than one headed by a single honor. 

When you hold two suits of equal length, 
one a red and the other a black (if the no- 
jtimp declaration has been made by 
dummy), lead the red suit on the theory 
that dealer is more likely to be strong in 
black than red— as he has passed the 
make. 

TAKING OUT RE-ENTRY CARDS. 

It is often good play to force a re- 
entry card in dummy's hand especially if 
you or partner still control dummy's long 
suit. 

If dealer tries to make a re-entry card 
in dummy's hand by leading a king or 
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i 
queen to force the ace, don't give. up the 
ace on the first round of suit — wait until 
you force dummy to play his high card 
under your ace. 

THIRD HAND PLAY— UNBLOCKIh • 
ON PARTNER'S LEAD AT NO I 
TRUMP. j 

Be on the alert to get out of partner's 
way at no-trump. 

When partner leads ace, king, or queer., 
he indicates great strength, either in high 
cards, or length of suit and therefore wants 
your high cards out of his way. ! 

EXAMPLE OF UNBLOCKING ON 
PARTNER'S LEAD. 

Partner leads king, you hold queen 
knave and one small, play knave on king 
Partner leads king, you hold knave, tcr 
nine and a small one play nine, then ter. 
retaining lowest card in order to leave lea ! 
in partner's hand. 

When you return partner's suit, return 
the highest card. 

Usually return partner's lead at no-trump, 
as two suits are rarely made when playing 
against a no-trump declaration. 

LEADER'S PLAY AGAINST A DF 
GLARED TRUMP. 
Leader bears in mind the fact that he is 
playing against declared strength in 
trumps; when the dealer requires only a 
few tricks over the book to win the game 
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there is generally little time to be lost. 
The sooner you get in the better, therefore 
retain the lead if you can reasonably do so ; 
if you hold winning cards, make them at 
once. Many a rubber has been lost by neg- 
lecting to win a trick when the opportunity 
presented itself. Let the chance once slip 
and the dealer is often able to discard from 
that suit and your master card may never 
make. 

Other useful leads are ace from ace and 
one or more little ones, the top card of a 
sequence or a singleton. Having none of 
the high card combination to lead from, 
lead fourth best from longest suit. Al- 
though the lead from your longest suit is 
not so valuable a one as in the old Whist 
days, still it is to be encouraged if there 
be any doubt as to what the lead should 
be; not that you are likely to establish the 
suit against an attacking declaration, but 
simply that little harm can result from 
the process. 

The lead from a singleton is not to be 
despised because a ruff by one or other of 
the dealer's adversaries will occasionally 
afford the only means of saving the game. 
Of course, if you are fortunate enough 
to hold four trumps, never open with a 
singleton, but when your trumps are of lit- 
tle consequence and you have a singleton 
in a plain suit, lead it in the hope that you 
may have an opportunity to use a small 
trump before opponents lead you out of 
trumps. 

Tenace suits should never be led if you 
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can avoid it. Leading from ace-queen of a 
suit will not catch the king if it he out 
against you, and you may lose your queen. 
As last player you are hound to make both, 
and will probahly kill the king. The ace, 
queen of a suit, constitute the major ten- 
ace, while the king, knave is termed the 
minor tenace, an original lead from either 
is not to be recommended; wait for the 
lead to come to you. 

LEADING THROUGH STRENGTH. 

After you see the dummy hand, it is often 
sound play to lead a high card through it. 
To illustrate: Leader holds queen, knave, 
ten, in a suit, dummy holds king and two 
small; lead queen through the king; if part- 
ner holds ace, the king is killed, if op- 
ponents hold both ace and king, no harm 
is done. 

If you hold one or two high cards in 
dummy's strong suits, a§ king, knave, or 
queen, ten, wait for dummy to lead suit to 
you. 

If you hold high cards in dummy's weak 
suit, wait for partner to lead it to you. 

FORCING. 
Force the strong trump hand, never th*- 
weak. When opponents do not lead trump?^, 
it is often good play to lead them, thus 
preventing a cross ruff. 

RULE OF ELEVEN. 
This rule applies to partner's lead ^' 
fourth best card. 
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Subtract the size of the card led from 
eleven and the diflFerence tells the num- 
ber of cards higher than the card led held 
outside of leader's hand. To illustrate: 
Partner leads an eight spot (8 from ii 
leaves 3), dummy holds the ten, you hold 
ace, queen, and one small, partner must 
hold the rest, king, knave, nine. This rule 
is very valuable at no-trump. If you apply 
this rule you can usually determine whether 
the lead is from a short or long suit. If 
there are more high cards in sight than the 
rule of eleven allows, you know partner is 
not leading fourth best from his long suit, 
but may be leading a singleton or from 
the top of his weak suit, and you can 
usually tell, by applying this rule, the exact 
combination of cards which partner holds. 

Rarely return partner's original lead 
when playing against a declared trump; 
either make your high cards or lead up to 
the weak suit m the dummy hand. 

DEALER'S PLAY. 

Dealer's play of his hand and the dummy 
hand is most interesting and difficult He 
is in. a position to arrange the lead to his 
best advantage, deceive his opponents by 
playing false cards, and draw valuable in- 
ferences from opponent's leads and dis- 
cards. 

He must also unblock, keep re-entry cards 
where he needs re-entry, hold up the con- 
trolling card in opponent's suit or give 
it up immediately, as the case may be, in 
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short be always on the alert to liiake oi 
save the game. 

Dealer plays for his longest suit at no- 
trump, thus forcing opponents to discard 
and gains valuable information thereby. 
He arranges the lead if possible from the 
weak hand toward the strong, usually 
leading a high card from the weak hand. 

To illustrate, dealer holds ace, queen and 
four small cards, dummy holds knave, ten 
in same suit. Try to place the lead in 
dummy's hand and lead knave toward the 
ace-queen combination, then if knave is not 
covered, take the finesse in the hope that 
king lies between dummy and dealer. 

This, for a simple play, wins many tricks 
at Bridge. 

This finesse depends upon the number 
of cards one holds in the suit. Holding 8 
cards in the two hands always take it, 
holding 9 cards, generally take it, holding< 
lo cards, think well before taking it and 
it will be a question of luck whether it 
wins. 

At no-trump the opportunity occasionally 
arises when by holding up the controlling 
card of the suit, you are able to prevent the 
opponents from establishing a long suit, 
either in one hand or the other. Your pol- 
icy must then be to hold on to the lead- 
ing card of that suit like grim death, until 
you are satisfied that the dealer has ex- 
hausted his partner's cards in the suit and 
cannot return the suit if he gets in to 
lead. 

Take a good look at the dummy hand. 
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decide upon your scheme of play, be espe- 
cially careful at no-trump to make the most 
advantageous lead in your long suit, and 
above all preserve re-entry in the hand 
where you need it. Many a hand is ruined 
by careless play to the first trick. 

DEALER'S PLAY TO A SUIT DECLA- 
RATION. 

After dummy's cards are exposed, dealer 
must decide as to whether he is in a posi- 
tion to play to win or not Make sure of 
the game first. Then you may take as many 
liberties as you like. More often than not, 
however, the dealer will find that the game 
is not to be won off hand. He may even 
have to defend himself and struggle des- 
perately for the odd trick or he may see 
that a certain line of play may lead to an 
additional trick or two which may after all 
crown his efforts with success. He must 
be guided by his own judgment in the 
matter, ever bearing in mind, however, the 
old card axiom that "anything that may 
win a game and cannot lose it is legiti- 
mate, but to take a risk which may lose 
and cannot win the game is foolish." 

When you are dealer and two of your 
hands contain seven or more trumps usu- 
ally lead them. You will then have every 
opportunity afforded you of establishing one 
or other of your plain suits. Once your 
opponent's trumps are out of the way, re- 
member that your difficulties and dangers 
are materially lessened. 
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Now and then, however, you may find it 
advisable to try to make a little trump in 
your weak hand by ruffing, before com- 
mencing your trump lead. But with any 
suit to make, get the trumps out of the 
way at once. Do not as a rule force your 
partner's strong trump hand. 

FINESSING. 

Never finesse against your partner; and 
remember that any finesse is bad, if by not 
finessing you can save the game or win the 
odd trick. 

When it is clear that a player leads to 
finesse and you hold the card he intends 
finessing against, and you see that it must 
eventually be sacrificed, put it on at once. 
For instance, the dealer leads the queen of 
spades; you hold the king, seven, six, 
dummy holds ace, knave, nine, three. If 
you pass the queen led, dummy takes the 
finesse and your king must fall later on. 
If you put it on at once, your partner may 
remain with the ten, after the third round. 
If the ten is with the dealer, it is a matter 
of complete indiflFerence what you do. The 
dealer should finesse deeply whenever he 
sees a chance of the game being won should 
the finesse succeed. On the other hand, 
when, as sometimes happens, he finds on the 
exposure of dummy's card that the game 
is in danger he should run no risk and 
should direct all his efforts to make all the 
tricks he can in order to save the situa- 
tion. 



CORRECT BRIDGB 39 

If you hold ace, queen, and one or more 
small cards in partner's suit do not finesse 
the queen as in Whist, but play ace, and 
return the queen. Be careful how you 
finesse in a no-trump if your opponent 
has an established suit and your finesse 
may let him in to make it. 

At no-trump watch the discards care- 
fully, this will enable you to locate high 
cards and put you in a position to finesse 
or not, in your second best suit. 

THE DISCARD. 

The discard presents more difficulties for 
beginners than any other one point. 

It is most important when playing agaitist 
a no-trump declaration and there is such 
a wide difference of opinion on the sub- 
ject that it is impossible to lay down a 
generally accepted rule. 

SAFE DISCARD FOR BEGINNERS: 
At no-trump make your first discard 
from your strong suit; you may sometimes 
lose a trick by so doing but you are more 
likely to lose tricks by discarding away 
from honors in a short suit or by partner's 
leading the wrong suit. 

This rule applies of course when you 
have had no chance to lead. 

THE REVERSE DISCARD. 
If you discard a higher and then a loWer 
card in a suit, you reverse the original 
meaning of the discard. To illustrate: 
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not so, a poor, player, do not, therefore, set 
an indifferent player too stiff a task. 

If in doubt as to which of two suits to 
declare, be ruled by the score. 

In the play of a hand, before running 
the slightest risk be sure you cannot lose. 
Never jeopardize the winning or losing of 
a game for the sake of a few extra tricks. 

When, however, it is your declaration do 
not hesitate to accept a risk, providing the 
<:hances favor you and the score demands it 

Unless the score positively demands it, 
the dealer should not pass the declaration 
on to dummy when his hand contains noth- 
ing approaching a trick. He should make 
a defensive spade declaration. 

An original thin no-trumper, more often 
than not wins the day, a thin red suit 
•declaration is not to be recommended. All 
the same you may make hearts holding 
six or seven trumps, however small they 
may be. Their number should see you 
through. 

When there seems little likelihood of 
your partner declaring a red suit, you must 
be willing to risk a little more, providing 
that your hand is above the average. 

Don't double too recklessly on spades, 
and never double an attacking declaration 
when the declaring hand sits immediately 
over you, unless you feel certain of making 
the odd trick. Be contented with the 
knowledge that your good cards should 
«nable you to save the game. 

With dummy on your left hand, lead 
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through his strong plain suits; lead up to 
his weak plain suits when he is on your 
right. Remember, however, that great 
strength will not suffer from being led 
through. 

When the declaration is against you, it 
is seldom advisable to open an ace-queen 
or a king-knave suit. Better wait for lead 
to come to you. 

From a sequence always lead the top 
card unless that card happens to be the ace., 

Give your partner the opportunity of 
making his small trumps on a ruff as often 
as you can, unless he has doubled. 

When your partner has doubled a suit 
declaration and he is sitting over the de- - 
clarer usually give him your best trump. 

Do not be afraid to force the strong 
adverse trump hand, unless you consider 
it to be too strong to be injured by a force. 

Remember that as second player any 
hesitation on your part will generally re- 
sult in your giving the hand away. 

Never finesse if the game can be won or 
saved by pla3ring a winning card. 

Whenever possible leave your finesse to 
the second or third rounds of a suit ; mean- 
while much valuable information may have 
come to hand. 

When afforded the opportunity of finess- 
ing into either hand, make the finesse to 
place the lead where you want it in case 
the finesse loses. 

Keep a big comer at the back of your 
head for the law of probabilities. 

Memory and observation are given you 
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at Bridge that you may place the cards to- 
wards the end of a ha^d. 

Play the game simply and without man- 
nerisms. Be on guard against them always, 
as little tricks of manner are more easily 
acquired than gotten rid of. 

Try to size up your hand quickly, but 
usually take about the same length of time 
in doing so, as any unusual hesitation gives 
information. 

Never scold your partner, as good feeling 
between partners helps a lot in winning 
the game. 



THE LAWS OF BRIDGE* 



THE RUBBER. 

1. The rubber is the best two out of 
three games. If the first two games be 
won by the same partners, the third game 
is not played. 

SCORING. 

2. A game consists of thirty points ob- 
tained by tricks alone, exclusive of any 
points counted for honors, chicane or slam. 

3. Every deal is played out, and any 
points in excess of thirty points necessary 
for the game are counted. 

4. Each trick above six counts two 
points when spades are trumps, four points 
when clubs are trumps, six points when dia- 
monds are trumps, eight points when hearts 
are trumps, and twelve points when there 
are no trumps. 

5. Honors are ace, king, queen, knave, 
and ten of the trump suit ; or the aces 
when no-trump is declared. 

6. Honors are credited to the original 
holder and are valued as follows: 

fFk^ a Trump is Declared, 

3 honors held between partners eqnal valae o( a 
tricks. 

4 honors held between partners equal value o( 4 
tricks. 

9 honors held between partners equal value o( $ 
tricks. 
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4 honors held in one hand equal valae of 8 tricks. 

4 honors held in oue hand, 5th in partner's hand, 
•qnal value of o tricks. 

5 honors held in one hand eqnal value of zo tricks. 

IFJken No-Trump is Dtelartd, 

3 aces held between partners count 30. 

4 actes held between partners count 40. 
4 aces held in one hand count xoo. 

7. If a player and his partner make thir- 
teen tricks, independently of any tricks 
gained by the revoke penalty, they score 
slam and add forty points to the honor 
Count. 

8. Little slam is twelve tricks similarly 
made, and adds twenty points to the honor 
count. 

9. Chicane (one hand void of trumps) 
'is equal in value to simple honors, i, e,, 

if partner of player having chicane score 
honors he adds the value of three honors 
to his score, while, if the adversaries score 
honors, it deducts an equal value from 
theirs.* 

la The value of honors, slam, little slam 
or chicane, is in nowise affected by 
doubling or re-doubling. 

II. At the conclusion of a rubber the 
scores for tricks and honors (including chi- 
cane and slam) obtained by each side are 
a*dded, and one hundred points are added 
to the score of the winners of the rubber. 
The difference- between the completed 
scores is the number of points won or lost 
by the winners of the rubber. 

^Double Chicane (both hands void of trumps) is •qnal 
in value to four honors, and the value thereof m«st ba 
deducted from the total honor score of the adversa- 
ries. 
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12. If an erroneous score affecting^ hon- 
orSy chicane or slam be proved, such mis- 
take may be corrected at any time before 
the score of the rubber has been made up 
and agreed upon. 

13. If an erroneous score affecting tricks 
be proved, such mistake must be corrected 
prior to the conclusion of the game in 
which it has occurred, and such game shall 
not be considered as concluded until the 
following deal has been completed and the 
trump declared, unless it be that the game 
is the last one of the rubber, — then the 
score is subject to inquiry until an agree- 
ment between the sides (as to the value of 
the rubber) shall have been reached. 

CUTTING. 

14. The ace is the lowest card. 

15. In all cases every player must cut 
from the same pack. 

16. Should a player expose more than 
one card, he must cut again. 

FORMING TABLES. 

17. If there are more than four candi- 
dates, the players are selected by cutting,, 
those first in the room having the prefer- 
ence. The four who cut the lowest cards 
play first. 

18. After the table is formed, the players 
cut to decide on partners; the two lowest 
playing against the two highest. The low- 
est is the dealer, who has choice of cards 
and seats, and who, having once made his 
selection, must abide by it. 
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19. Should the two players who cut low- 
est, secure cards of equal value, they shall 
re-cut to determine which of the two shall 
deal, and the lower on the re-cut deals. 

20. Should three players cut cards of 
equal value, they cut again; if the fourth 
card be the highest, the two lowest of the 
new cut are partners and the lower of 
the two the dealer; if, however, the fourth 
card be the lowest, the two highest on the 
re-cut are partners and the original lowest 
the dealer. 

21. Six players constitute a full table, 
and no player shall have a right to cut 
into a game which is complete. 

it 22. When there are more than six candi- 
dates, the right to succeed any player who 
may retire is acquired by announcing the 
desire to do so, and such announcement 
shall constitute a prior right to the first 
vacancy. 

CUTTING OUT. 

23. If at the end of a rubber admission 
be claimed by one or two candidates, the 
player or players having played a greater 
number of consecutive rubbers shall with- 
draw; but when all have played the same 
number, they must cut to decide upon the 
outgoers; the highest are out. 

RIGHTS OF ENTRY. 

24. A candidate desiring to enter a table 
must declare such wish before any player 
at the table cuts a card, either for the 
purpose of commencing a fresh rubber or 
of cutting out. 



CORRECT BRIDGE 49 

25. In the formation of new tables, those 
candidates who have neither belonged to 
nor played at any other table have the 
prior right of entry. Those who have al- 
ready played decide their right of admis- 
sion by cutting. 

26. A player who cuts into one table 
while belonging to another, shall forfeit 
his prior right of re-entry into the latter, 
unless by doing so he enables three candi- 
dates to form a fresh table. In this event 
he may signify his intention of returning 
to his original table, and his place at the 
new one can be filled. 

27. Should any player quit the table dur- 
ing the progress of a rubber, he may, with 
the consent of the other three players, 
appoint a substitute during his absence; 
but such appointment shall become void 
with the conclusion of the rubber, and 
shall not in any way affect the substitute's 
rights. 

28. If any one break up a table, the re- 
.naining players have a prior right to play 
.t other tables. 

SHUFFLING. 

2Q. The pack must neither be shuffled 
below the table nor so the face of any card 
be seen. 

3a The dealer's partner must collect the 
cards for the ensuing deal, and he has 
the first right to shuffle the cards. Each 
player has the right to shuffle subse- 
quently. The dealer has the right to shuf- 
fle last, but should a card or cards be 



80 CORRECT BRIDGE 

seen during his shuffling, or while giving 
the pack to be cut, he must re-shuffle. 

31. Each player, after shuffling, must 
place the cards properly collected and face 
downward to the left of the player next 
to deal. 

THE DEAL. 

32. Each player deals in his turn; the 
order of dealing goes to the left. 

33. The player on the dealer's right cuts 
the pack, and in dividing it, must not leave 
fewer than four cards in either packet; if 
in cutting or in replacing one of the two 
packets a card be exposed, or if there be 
any confusion of the cards, or a doubt as 
to the exact place in which the pack was 
divided, there must be a fresh cut. 

34. When the player whose duty it is 
to cut, has once separated the pack, he can 
neither re-shuffle nor re-cut the cards. 

35. Should the dealer shuffle the cards, 
after the pack is cut, the pack must be 
cut again. 

36. The fifty-two cards shall be dealt 
face downward. The deal is not completed 
until the last card has been dealt face 
downward. 

^. There is No Misdeal. 
A NEW DEAL. 

38. There must be a new deal : 

a If the cards be not dealt into four 
packets, one at a time, and in 
regular rotation, beginning at 
the dealer's left. 
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b li^ during a deal, or during the 
play of a hand, the pack be 
proved incorrect or imperfect. 

c If any card be faced in the pack. 

if If any player have dealt to him 
a greater number of cards than 
thirteen. 

^ If the dealer deal two cards at 
once and then deal a third be- 
fore correcting the error. 

/ If the dealer omit to have the pack 
cut and the adversaries call at- 
tention to the fact prior to the 
conclusion of the deal and before 
looking at their cards. 

g Should the last card not come in 
its regular order to the dealer. 
jg. There may be a new deal : 

a If the dealer or his partner expose 
a card. Either adversary may 
claim a new deal. 

b If either adversary expose a card, 
the dealer may claim a new deal. 

€ It before fifty-one cards are dealt, 
the dealer should look at any 
card, his adversaries have the 
right to see it, and either may 
exact a new deal. 

d If, in dealing, one of the last cards 
be exposed by the dealer or his 
partner, and the deal is com- 
pleted before there is reasonable 
time for either adversary to de- 
cide as to a new deal. But In 
all other cases such penalties 
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' must be claimed prior to the 
conclusion of the deal. 

40. The claim for a new deal by reason 
of a card exposed during the deal may not 
be made by a player who has looked at 
any of his cards. If a new deal does not 
take place, the card exposed during the 
deal cannot be called. 

41. Should three players have their right 
number of cards, the fourth have less than 
thirteen and not discover such deficiency 
until he has played any of his cards, the 
deal stands good; should he have played, 
he, not being dummy, is answerable for 
any revoke he may have made as if the 
missing card or cards had been in his 
hand. He may search the other pack for 
it or them. 

42. If, during the play of a hand, a pack 
be proven incorrect or imperfect, sucJi 
proof renders only the current deal void, 
and does not affect any prior score. The 
dealer must deal again. (Law 386.) 

43. Any one dealing out of turn or with 
the adversaries' cards must be corrected 
before the play of the first card, otherwise 
the deal stands good. 

44. A player can neither cut, shuffle nor 
deal for his partner without the permission 
of his opponents. 

DECLARING TRUMPS. 

45. The trump is declared. No card is 
turned. 

a The dealer may either make the 
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trump or pass the declaration to 
his partner, 
fc If the declaration be passed to 
partner, he must declare the 
trump. 

46. Should the dealer's partner make the 
trump without receiving permission from 
the dealer, either adversary may demand : 

1st. That the trump shall stand, or 
2d. That there shall be a new deal, 
provided, that no declaration as to doubling 
has been made. Should the dealer's part- 
ner pass the declaration to the dealer it 
shall be the right of either adversary to 
claim a new deal or to compel the offend- 
ing player to declare the trump; provided, 
that no declaration as to doubling has 
been made. 

47. The adversaries of the dealer must 
not consult as to which of the penalties 
under the foregoing law shall be exacted. 

48. If either of the dealer's adversaries 
make a declaration, the dealer may, after 
looking at his hand, either claim a new 
deal or proceed as if no declaration had 
been made. 

49. A declaration once made cannot be 
altered. 

DOUBLING, RE-DOUBLING, ETC. 

5a The effect of doubling, re-doubling, 
and so on, is that the value of each trick 
above six is doubled, quadrupled, and so 
on. 

51. After the trump declaration has been 
made by the dealer or his partner, their 
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adversaries have the right to double. The 
eldest hand has the first right. If he does 
not wish to double, he may ask his part- 
ner. "May I lead?" His partner must 
answer, "Yes" or "I double." 

52. If either of their adversaries elect to 
double, the dealer and his partner have the 
right to re-double. The player who has 
declared the trump shall have the first 
right. He may say, "I re-double" or 
" Satisfied." Should he say the latter, his 
partner may re-double. 

53. If the dealer or his partner elect to 
re-double, their adversaries shall have the 
right to again double. The original doublet 
has the first right. 

54. If the right-hand adversary of the 
dealer double before his partner has asked 
"May I lead?" the maker of the trump 
shall have the right to say whether or 
not the double shall stand. If he decide 
that the double shall stand, the process of 
re-doubling may continue as described in 
paragraphs 52, 53, 55. 

55. Whenever the value of each trick 
above six exceeds one hundred points 
there shall be no further doubling in that 
hand, if any player objects. The first right 
to continue the re-doubling on behalf of a 
partnership belongs to that player who has 
last re-doubled. Should he, however, ex- 
press himself satisfied, the right to con- 
tinue the re-doubling passes to his partner. 
Should any player re-double out of turn, 
the adversary who last doubled shall de- 
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cide whether or not such double shall 
stand. If it is decided that the re-double 
shall stand, the process of re-doubling may 
continue as described in this and forego- 
ing laws (52 and 53). If any double or 
re-double out of turn be not accepted there 
shall be no further doubling in that hand. 
Any consultation between partners as to 
doubling or re-doubling will entitle the 
maker of the trump or either adversary, 
without consultation, to a new deal. 

56. If the' eldest hand lead before the 
doubling be completed, his partner may 
re-double only with the consent of the 
adversary who last doubled; but such lead 
shall not affect the right of either adver- 
sary to double. 

57. When the question, "May I lead?" 
has been answered in the affirmative, or 
when the player who has the last right to 
continue the doubling expresses himself 
satisfied, the play shall begin. 

'58. If the eldest hand lead without ask- 
ing permission, his partner may only double 
if the maker of the trump consent. If the 
right-hand adversary of the dealer say, 
"May I play?" out of turn, the eldest 
hand does not thereby lose the right to 
double. 

59. If the right-hand adversary of the 
dealer lead out of turn, the maker of the 
trump may call a suit from the eldest 
hand, who may only double if the maker 
of the trump consent. In this case no 
penalty can be exacted after the dummy 
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hand or any part of it is on the table, 
since he (dummy) has accepted the situa- 
tion. 

60. A declaration, as to doubling or re- 
doubling, once made cannot be altered. 

DUMMY. 

61. As soon as the eldest hand has led, 
the dealer's partner shall place his cards 
face upward on the table, and the duty 
of playing the cards from that hand shall 
devolve upon the dealer, unassisted by his 
partner. 

62. After exposing his cards, the dealer's 
partner has no part whatever in the game, 
except that he has the right to ask the 
dealer if he has none of the suit to which 
he may have renounced. Until the trump 
is declared and the dealer's partner's hand 
is exposed on the table, he has all the 
rights of a player and may call attention 
to any irregularity of, or to demand equally 
with the dealer any penalty from, the ad- 
versaries. 

63. If he should call attention to any 
other incident of the play, in consequence 
of which any penalty might be exacted, 
the fact of his so doing precludes the 
dealer exacting such penalty. He has the 
right, however, to correct an erroneous 
score, and he may, at any time during the 
play, correct the claim of either adversary 
to a penalty to which the latter is not 
entitled. He may also call his partner's 
attention to the fact that the trick has not 
been completed. 
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64. If the dealer's partner, by touching^ 
a card or otherwise, suggest the play of a 
card from dummy, either of the adver- 
saries may, but without consultation, call 
on the dealer to play or not to play the 
card suggested. 

65. Dummy is not liable to the penalty, 
for a revoke; and if he should revoke 
and the error be not discovered until the 
trick is turned and quitted, the trick stands 
good. , 

66. When the dealer draws a card from 
his own hand, such card is not considered 
as played until actually quitted, but should 
he name or touch a card from the dummy 
hand, such card is considered as played, 
unless the dealer in touching the card or 
cards says, "I arrange," or words to that 
eflfect. 

CARDS EXPOSED BEFORE PLAY. 

67. If, after the deal has been completed, 
and before the trump declaration has been 
made, either the dealer or his partner ex- 
pose a card from his hand, either adver- 
sary may, without consulting with his part- 
ner, claim a new deal. 

68. If, after the deal has been completed, 
and before a card is led, any player shall 
expose a card, his partner shall forfeit 
any right to double or re-double which he 
otherwise would have been entitled to ex- 
ercise; and in case of a card being so 
exposed by the leader's partner, che dealer 
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may either call the card or require the 
leader not to lead the suit of the exposed 
card. 

CARDS EXPOSED DURING PLAY. 

69. All cards exposed by the dealer's ad- 
versaries are liable to be called, and such 
cards must be left face upward on the 
table. 

70. The following are exposed cards: 
1st. Two or more cards played at 

once. 

2d. Any card dropped with its face 
upward, or in any way exposed 
on the table, even though 
snatched up so quickly that no 
one can name it. 

3d. Every card so held by a player 
that any portion of its face may 
be seen by his partner. 

71. A card dropped on the floor or else- 
where below the table is not an exposed 
card. 

72. If two or more cards be played at 
once by either of the dealer's adversaries, 
the dealer shall have the right to call 
which one he pleases to the current trick, 
and the other card or cards shall remain 
face upward on the table and may be de- 
manded at any time. 

73. If, without waiting for his partner 
to play, either of the dealer's adversaries 
should play on the table the best card or 
lead one which is a winning card, as 
against the dealer and dummy, or should 
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continue (without waiting for his partner 
to play) to lead several such cards, the 
dealer may demand that the partner of the 
player in fault win, if he can, the first, 
or any other of these tricks, and the other 
cards thus improperly played are exposed 
cards. 

74. If either or both of the dealer's ad- 
versaries throw his or their cards on the 
table face upward, such cards are exposed 
and are liable to be called; but if either 
adversary retain his hand he cannot be 
forced to abandon it Cards exposed by 
the dealer are not liable to be called. If 
the dealer should say, "I have the rest," 
or any other words indicating that the 
remaining tricks are his, he may be re- 
quired to place his cards face upward on 
the table. The adversaries of the dealer 
are not liable to have any of their cards 
called should they expose them, believing 
the dealer's claim to be true, should it 
subsequently prove false. 

75. If a player who has rendered him- 
self liable to have the highest or lowest 
of a suit called (Laws 82, 91, and 100), 
fail to play as directed, or if, when called 
on to lead one suit, lead another, having 
in his hand one or more cards of the suit 
demanded (Law 76), or if called upon to 
win or lose a trick, fail to do so when 
he can (Laws 73, 82 and 100), he is liable 
to the penalty for revoke, unless such play 
be corrected before the trick is turned and 
quitted. 
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LEADS OUT OF TURN. 

76. If either of the dealer's adversaries 
lead out of turn, the dealer may either 
call the card erroneously led, or may call 
a suit when it is next the turn of either 
adversary to lead. 

^^, if the dealer lead out of turn, either 
from his own hand or from dummy, he 
incurs no penalty; but he may not rectify 
the error after the second hand has played. 

78. If any player lead out of turn and 
the other three follow him, the trick is 
completed and the error cannot be rec- 
tified; but if only the second, or second 
and third, play to the false lead, their 
cards may be taken back; there is no 
penalty against any one except the original 
offender, who, if he be one of the dealer's 
adversaries, may be penalized as provided 
in Law ^(i, 

79. In no case can a player be compelled 
to play a card which would oblige him to 
revoke. 

80. The call of an exposed card may be 
repeated at every trick until such card has 
been played. 

81. If a player called on to lead a suit 
have none of it, the penalty is paid. 

CARDS PLAYED IN ERROR. 
. 82. Should the fourth hand (not being 
dummy or dealer) play before the second 
has played to the trick, the latter may be 
called upon to play his highest or lowest 
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card of the suit played, or to win or lose 
the trick. 

83. If any one, not being dummy, omit 
playing to a former trick and such error 
be not corrected until he has played to the 
next, the adversaries may claim a new 
deal; should they decide that the deal 
stands good, the surplus card at the end 
of the hand is considered to have been 
played to the imperfect trick, but does not 
constitute a revoke therein. 

84. If any one (except dummy) play 
two cards to the same trick and the mis- 
take be not corrected, he is answerable for 
any consequent revokes he may have made. 
If during the play of the hand the error 
be detected, the tricks may be counted face 
downward, in order to ascertain whether 
there be among them a card too many; 
should this be the case, the trick which 
contains a surplus card may be examined 
and the card restored to its original holder, 
who (not being dummy) shall be liable 
for any revoke he may meanwhile have 
made. 

THE REVOKE. 

85. Should a player (other than dummy) 
holding one or more cards of the suit led, 
play a card of a different suit, he revokes. 
The penalty for a revoke takes precedence 
of all other counts. 

86. Three tricks taken from the revok- 
ing player and added to those of the ad- 
versaries shall be the penalty for a revoke. 
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87. The penalty is applicable only to the 
score of the game in which it occurs. 

88. Under no circumstances can the re- 
voking side score game, slam, or little 
slam, that hand. Whatever their previous 
score may have been, the side revoking 
cannot attain a higher score toward game 
than twenty-eight. ^ 

89. A revoke is established if the trick 
in which it occurs be turned and quitted, 
ft. e,, the hand removed from the trick after 
it has been gathered and placed face down- 
ward on the table; or if either the revok- 
ing player or his partner, whether in his 
right turn or otherwise, lead or play to 
the following trick. 

90. A player may ask his partner if he 
has no card of the suit which he -has re- 
nounced; should the question be asked be- 
fore the trick is turned and quitted, subse- 
quent turning and quitting does not estab- 
lish a revoke, and the error may be cor- 
rected *unless the question be answered in 
the negative or unless the revoking^ player 
or his partner has led or played to the 
following trick. 

91. If a player correct his mistake in 
time to save a revoke, any player or players 
who have followed him may withdraw 
their cards and substitute others, and the 
cards so withdrawn are not exposed cards. 
If the player in fault be one of the dealer's 
adversaries, the card played in error is an 
exposed card, and the dealer can call it 
whenever he pleases; or he may require 
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the offender to play his highest or lowest 
card of the suit to the trick in which he 
has renounced; but this penalty cannot be 
exacted from the dealer. 

92. At the end of a hand the claimants 
of a revoke may search all the tricks. If 
the cards have been mixed the claim may 
be urged and proved if possible; but no 
proof is necessary, and the revoke is estab- 
lished if, after it has been claimed, the 
accused player or his partner mix the cards 
before they have been sufficiently examined 
by the adversaries. 

93. A revoke must be claimed before the 
cards have been cut for the following deal. 

94. Should the players on both sides sub- 
ject themselves to the revoke penalty 
neither can win the game by that hand. 

95. The- revoke penalty may be claimed 
for as many i^okes as occur during a 
hand; but in no event can more than thir- 
teen tricks be scored in any one hand. 
(See Law 7.) 

GENERAL RULES 

96. There should not be any consulta* 
tion between partners as to the enforce- 
ment of penalties^. If they do so consult, 
the penalty is paid. 

97. Once a trick is complete, turned and 
quitted it must not be looked at (except 
under Law 84), until the end of the hand. 

98. Any player during the play of a 
trick, or after the four cards are played 
and before they are touched for the pur- 
pose of gathering them together, may de- 
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mand that the cards be placed before their 
respective players. 

99. If either of the dealer's adversaries, 
prior to his partner's playing, should call 
attention to the trick, either by sajring it 
is his, or, without being requested so to 
do, by naming his car4 or drawing it to- 
ward him, the dealer may require that 
opponent's partner to play his highest or 

, lowest card of the suit led, or to win or 
lose the trick. 

100. Should either of the dealer's adver- 
saries, during the play of a hand, make 
any unauthorized reference to any incident 
of the play, or should he call his partner's 
attention to the fact that he is about to 
play or lead out of turn, the dealer may 
call a suit from the adversary whose turn 
it is next to lead. 

loi. In all cases where a penalty has 
been incurred, the offender is bound to 
give reasonable time for the decision of 
his adversaries; but if a wrong penalty be 
demanded none can be enforced. 

102. Where the dealer or his partner ha^ 
incurred a penalty, one of his adversaries 
may say, " Partner, will you exact the pen- 
alty or shall I?" but whether this is said 
or not, if either adversary name the pen- 
alty, his decision is final. 

NEW CARDS. 

103. Unless a pack be imperfect, no 
player shall have the right to call for one 
new pack. If fresh cards are demanded, 
two packs must be furnished and paid for 
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by the player who has demanded them. 
If they are furnished during a rubber, the 
adversaries shall have their choice of the 
new cards. If it is the beginning of a 
new rubber, the dealer, whether he or one 
of his adversaries be the party calling for 
the new cards, shall have the choice. New 
cards must be called for before the pack 
be cut for a new deal. 

104. A card or cards torn or marked 
must be replaced by agreement or new 
cards furnished. 

BYSTANDERS. 

105. While a bystander, by agreement 
among the players, may decide any ques- 
tion, yet he must on no account say any- 
thing unless appealed to; and if he make 
any remark which calls attention to an 
oversight affecting *the score, or to the 
exaction of a penalty, he is liable to be 
called on by the players to pay the stakes 
on that rubber. 

ETIQUETTE OF BRIDGE. 

There is perhaps no game in which slight 
intimations can convey so much informa- 
tion as at Bridge. There is no way of 
punishing the infractors of the following 
rules, save by refusing to play with them. 
A code is compiled for the purpose of 
succinctly stating laws and for the pur- 
pose of meting out proportionate punish- 
ment to the offenders. To offend against 
one of the rules of etiquette is far more 
serious than to offend against any law in 
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the code; for, while in the latter case the 
offender is sure of punishment, in the for- 
mer the offended parties have no redress 
other than refusal to continue to play with 
the offender. J 

Rule i. Declarations should be made in 
a simple manner, thus : " Hearts," " No- 
trump," or when passing the option, 
" Make it, partner." 

2. There should be no undue hesitancy 
in passing to partner, as such hesitation 
might influence the make. 

3. As the score should always be left 
on the table, it is presumed that every 
player knows its state; therefore, after the 
cards are dealt, the dealer in passing the 
declaration should not say anything to his 
partner concerning the state of the game. 
Nor should either of -the dealer's adver- 
saries say anything regarding the score. 

4. A player who has the right to double, 
if he intend passing the option to . his 
partner, should not indicate any doubt or 
perplexity in regard to exercising such 
right. 

5. No player should give any indication 
by word or gesture as to the nature of 
his hand, or as to his pleasure or dis- 
pleasure at a certain play. 

6. If a player demand that the cards | 
be placed, he should do so for his own 
information and not in order to call his 
partner's attention to any card or play. 

7. No player, other than the dealer, 
should lead until the preceding trick is 
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turned and quitted, nor after having led 
a winning card should he draw another 
from his hand before his partner has 
played to the current trick. 

8. No player should play a card with 
such emphasis as to draw particular at- 
tention to it. Nor should he detach one 
card from his hand and subsequently play 
another. 

9. It is unfair to revoke purposely; hav- 
ing made a revoke, a player is not justified 
in making a second to conceal the first. 

10. Players should avoid discussion and 
refrain from talking during the play, as 
it may be annoying to players at the table 
or perhaps to those at other tables in the 
room. 

11. A player having been cut out of one 
table should not seek admission into an- 
other table unless willing to cut for the 
privilege of entry; this, of course, does 
not apply to a person who has come from 
a table which has been broken up. 

12. The dealer's partner should not look 
over either adversary's hand nor leave his 
seat for the purpose of watching his part- 
ner's play. Neither should he call atten- 
tion to the score nor to any card or cards 
that he or the other players hold. 
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Mo-Trump Make. 




V 


4 


♦ 


4^ 


A82 

AK2 

AQ8 

A4 

A43 


A63 

A48 

A 10 4 

KQ4 

AKQJ66 


AK2 
A62 
KQ32 
J 10 4 
10 


A682 
Q1043 
10 7 
K J04 
JIG 



Hectrt Maka 



▼ 


4 


♦ 


4^ 


AKQ42 


10 4 8 


KJ 


10 7 


A J 10 6 4 


K 10 2 


048 


87 


AK642 


10 6 


848 


10 4 


AQ482 


A06 


664 


J6 


KQ762 


KQJ3 


K4 


10 9 


A 100 7 4 


AKQ4 


Q82 


4 


AKJIO 


K42 


Q3 


10943 


KQJ8 


AKQ2 


7 


J 10 4 2 



Diamond Make. 



V 


4 


♦ 


4^ 




K68 
Q10 4 
lOO 


0842 
K82 
42 
K42 


AKQ42 
AQJ 10 
KJ 10 6 8 
KQ6432 


AK4 
KQ4 
AQ2 
KQ 





Club Make 
Score 84. 




▼ 


4 


♦ 


4^ 


4 
10 


KQ2 
AK64 
K J64 


AK68 

AQJ 

KQ4 


AKQ42 
K Q 10 6 4 3 
AKQJ4 





F%68ed Makes. 
Score o to 34 Against Dealer. 






▼ 


4 


♦ 


4^ 


No-T 
No-T 


A 10 2 

AKQJ 

Ae74 


AKQ43 

AKQ4 

A482 


KO 
AK6 
A 107 


Q48 

94 

K2 
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Pcissed Makes. 
Score: "Love-All." 





y 


4 


♦ 


4^ 


No-T 


AQ4d 


KQ2 


AK6 


1008 


No-T 


A48 


AK2 


AJ5 


je43 


▼ 


AKQ48 


A62 


A82 


52 


: 


AK682 


AKQ 


Q42 


Q4 


K43 


QJ 10 


AQJ42 


74 


t 


K 10 2 


^10 6 4 


A 100764 





ILLUSTRATIVE HANDS. 



The illustrative hands are a very valuable 
portion of this book and are inserted to 
give instruction in the declaration, the orig- 
inal lead, the play of each hand and some 
important point that might be missed if 
not firmly fixed in the mind. 

Deal the cards, play the hands and note 
^he conditions as each trick is secured. 

Do not attempt to follow the play unless 
you have the cards actually before you. 
You can not change the play at one point 
without affecting the play at some other 
point. 

Many of the rules will be understood 
and remembered much better after seeing 
them demonstrated, and they are here 
demonstrated to the best possible advan- 
tage. ' 

It is the good player that wins at Bridge 
and to be a good player one must fully 
comprehend all the points in the game. 



70 CORRECT BRIDGE 



HAND No. I. 



Keeping Control of Adversaries' Suit. 

score: •* love-all." 
A deals and declares ** no-trump.*' 

Hand No. i illustrates holding tip the 
control of leader's suit until his partner 
has no more of the suit to lead to him. 
Y leads the king of dubs. A holds up the 
ace. At trick four Z holds up ace of spades 
in the hope that A has no more spades. 
Z makes the ace of hearts for fear he wiU 
not again have the chance. 

Score: A-B, 9; Y-Z, 4. 
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n 



4 08 

4KQJ742 
If 10 8 8 



H 


AND No. 


X. 

48 


4KQJ6 
♦ Q58 

V 762 




B 

T Z 

A 


♦ A7 
4 J1087 
4 10 6 
Y AJ06 




1^ 10 6 2 
4 AK42 
4 ASS 

Vb:q4 







T 


B 


z 


A 




K^ 


e* 


6* 


8* 




J» 


2¥ 


»♦ 


8* 


1 


7* 


ev 


IP* 


A^ 




8* 


8* 


7* 


10^ 




»♦ 


J* 


±Jt 


a* 




SV 


tr 


A y 


*y 




ey 


8f 


61f 


SJL 




10 Y 


6f 


ot 


K y 




«♦ 


«♦ 


f^ 


A 4 


» 


•♦ 


♦♦ 


84 


g 4 


u 


a4 


a^ 


104 


«♦ 


tt 


4* 


E^ 


Jf 


«♦ 


u 


Q« 


»* 


J¥ 


4 4 
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HAND No. 2. 



Not Holding Up an Ace. 

RUBBER GAME. SCORE: A-B, O; Y-Z, 24. 

A deals and declares ** no-trump.** 
Hand No. 2 illustrates A*s not holding up 
the control of opponent's suit, as the entire 
dub suit is against him. A takes the first 
round of spades and leads 2 of hearts to 
put partner in to lead the 10 of diamonds 
toward his ace, queen, and jack. The only 
way to save the game is to find the king of 
diamonds in Z's hand. 
Score: A-B, 10; Y-Z, 3. 
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HAND No. 3. 



Saving Re-Bntry in Dealer's Hand. 

RUBBER GAMK. SCORE: A-B, 12; Y-Z. 24. 

A deals and passes. B declares * *no-trump.'* 
Y leads queen of diamonds, B plays ace 
to save re-entry in A's hand for his dub 
suit. B leads ace and then queen of dubs. 
Y takes queen of dubs and continues dia- 
mond suit as he holds re-entry in spades. 
A takes jack of diamonds with king and 
makes remaining clubs. 
Score: A-B, 7; Y-Z, 6. 
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HAND No. 4. 



SaTing Re-Entry in Dealer's Hand for Hit 
Spade Suit. 

score: ** love-all." 
A deals and passes. B declares "no-trump." 

Y leads 6 of diamonds. B plays ace of 
diamonds to save re-entry in A*s hand for 
the spade suit. B leads queen of spades 
and Y holds up ace. B leads jack of spades. 
Partner overtakes it with king in order to 
have another lead in case Y still refuses to 
play the ace. Y plays the ace of spades 
and leads the queen of diamonds. A takes 
with king of diamonds and makes remain- 
ing spades, then leads the 10 of clubs 
toward A's queen and jack» and B takes 
the finesse. 

Score: A-B. 12; Y-Z, i. 
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HAND No. 5. 



Unblockinj^. 

RUBBER GAME. SCORE: *' LOVE-ALL." 

A deals and declares ** no-trump." 
Y leads king of hearts. Z plays jack of 
hearts in order to unblock. Y leads ace of 
hearts and Z plays queen of hearts; then Y 
makes the odd trick with his established 
hearts. Note the difference in the hand if 
Z fails to unblock by playing the 3 of hearts 
on the king and thus being left with the 
lead on the third round. 
Score: A-B, 6; Y-Z, 7. 
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HAND No. 6. 



Unblockinfif. 

score: ** love-all." 
A deals and declares ••no-trump." 

Y leads king of hearts. Z plays 9 of hearts 
on first trick. Y leads queen of hearts. Z 
plays 10 of hearts. Y leads ace of hearts. 
Z plays jack of hearts, leaving lead in 
partner's hand. Note the difference if Z 
plays the 3 of hearts on the first round of 
the suit. 

Score: A-B, 7; Y-Z. 6. 
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HAND No. 7. 



Finessins^. 

RUBBER GAME. SCORE: A-B, 24; Y-Z, O. 

A deals and declares hearts. 

Y leads the ace of clubs, then 3 of clubs. 
A takes second trick with king of clubs, 
then leads 10 of hearts toward ace and 
queen, hoping to find king in Y*s hand (the 
only way to prevent its making). Y covers 
with king. B plays ace and returns 4 of 
hearts. A plays jack of hearts and puts lead 
in B's hand in order that he may lead the 
10 of spades toward his ace, queen, and jack. 
By leading in this way the king of spades is 
killed in Z's hand. This is one of the most 
common situations in Bridge and should 
alwa3r8 be played in this way, except when 
the suit is so long that one is likely to find 
the king alone in the fourth hand. 

Score: A-B, 11; Y-Z, 2. 
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HAND No. 8. 



Placing the Lead* 

score: * •love-all." 
A deals and declares hearts. 
Y leads ace of clubs and A plays the king 
of clubs to place the lead in B's hand in 
order that he may lead the jack of heart* 
toward his double tenace. 
Score: A-B, 9; Y-Z, 4- 
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HAND No. 9. 



Leading Through and Throwing the Lead. 

score: •* love-all." 
A deals and passes. B declares hearts. 

Z counts chicane. 
Y leads ace of spades in order to see 
dummy's hand. The king once guarded is 
a good suit to lead a strengthening card 
through, therefore Y leads the jack of dia- 
monds. Whatever B plays, the king is lost 
to the ace and queen in Z's hand. At trick 
four Z leads king of dubs to pick up single- 
ton ten in B*s hand, then argues that as he 
has chicane, and the make is a passed one, 
that partner must have some high hearts, 
therefore forces B to trump the ace of clubs 
and puts him in to lead. B, however, leads 
king of spades, then small spade for A to 
trump. A leads queen of hearts toward the 
ace and ten in B's hand. Y, holding the 
fourchette, covers queen with king, and 
forces ace. 
Score: A-B, 8; Y-Z, 5. 
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HAND No. 10. 



Finessing. 

RUBBER GAME. SCORE.* A-B, 6; Y-Z, 24. 

A deals and makes it hearts. 

It is evident that if both finesses in dnbs 
and hearts win that A and B win eight 
tricks, btit they require nine to go game, 
therefore the club suit must be cleared 
before ace of diamonds is taken out of B's 
hand. 

Y leads queen of diamonds and A wins 
with king of diamonds, then leads 2 of dubs 
to put B in to lead toward his heart suit. 
B finesses queen of clubs and leads 3 of 
hearts. A finesses with his 10 of hearts, 
then puts B in with a club to come through 
the king of hearts again. In this way king 
of hearts is lost After the three rounds of 
trumps A leads his remaining club and thus 
makes good the thirteenth club in B's hand. 
At trick eight Y leads jack of diamonds. 
B plays ace of diamonds, and makes his 
thirteenth club. 

Score, A-B, 9; Y-Z, 4. 
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HAND No. II, 



Throwing the Lead. 

score: a-b, o; y-z, 12. 

A deals and passes. B makes it hearts. 

As Y can not hold the first trick, he leads 
from a short suit, and leads the queen of 
spades. B plays king and Z the ace, then 
Z leads jack of spades, then forces B with 
the best spade. The club suit is the only 
one to play for in A and B*s hands, and 
must be cleared before trumps are led. On 
the third round of clubs B trumps with 
queen of hearts in order to give A the lead 
with the jack of hearts to make remaining 
clubs. 

Score: A-B, 10; Y-Z, 3. 
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HAND No. 12. 



Finessing. 

RUBBER GAME. SCORE: A-B, 12; Y-Z, O. 

A deals and passes. B declares dubs. 

Y leads king of hearts, Z plays ace, then 
leads ace of diamonds. It is useless to con- 
tinue the diamond lead, so Z switches to 
the 7 of spades. A plays king of spades 
and leads 9 of clubs. Partner takes the 
finesse, and the king is killed. B takes out 
all the trumps, then leads jack of spades. 
Z with imperfect fourchette covers with 
queen. If he does not cover, A finesses 
and makes the thirteenth spade, g^iving 
him game and rubber. 

Score: A-B, 10; Y-Z, 3. 
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HAND No. i^. 



Making Re-Entrj. 

RUBBER GAMS. SCORE: '*LOVE-ALL." 

A deals and makes it '* no-trump." 
The diamond suit is the longest suit in 
A and B*s hands, and, therefore, the one to 
play for. Y leads 6 of hearts, B plays the 
ten, and A plays the ace in order to put 
B in with the 5 of hearts when the diamond 
suit clears. At trick four Y changes to dub 
suit (as his heart suit is hopeless) in the 
hope that Z may have strength in it, as B 
is so weak in it. A takes with the ace and 
leads 5 of hearts to B. Many a hand is 
ruined by hasty play to the first trick. 
Score: A-B, 9; Y-Z, 4. 
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HAND No. Z4. 



SaTing: Re-Entry. 

SCORR : • * LOVE-ALL. " 

A deals and makes it ** no-trump." 
Y leads queen of hearts. B discards 9 of 
spades as he sees a possible re-entry in the 
6 of clubs, in case his diamond suit does 
not dear on second round. A leads 5 of 
diamonds, and the diamond suit clears on 
the third round. At trick five Z returns the 
heart suit. A plays the king of hearts, then 
leads three rounds of dubs, putting his 
partner in with the 6 of dubs to make 
the remaining diamonds. Small slam for 
A and B. 
Score: A-B, 12; Y-Z, i. 
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HAND No. 15. 



Refusing the Force. 

RUBBER GAME. SCORE*. A-B, 24; Y-Z, 24. 

A deals and declares diamonds. 

Y leads king of spades, then ace of spades. 
A trnxnps with lo of diamonds, then leads 
king of diamonds. Y plays ace of diamonds, 
and continues spade suit to force A. At 
this critical point A refuses to take the force, 
the only way to save game and rubber. At 
trick five Z leads 4 of hearts and B takes 
with the ace of hearts, leads 2 of clubs. A 
plays jack of clubs, leads two rounds of 
trumps and makes game and rubber. If A 
takes the force at trick four, he loses game 
and rubber. 

Score: A-B, 7; Y-Z, 6. 
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HAND No. z6. 



Leading Lotiiic Tmii^ 

RUBBER GAMB. SCX>RB: A-B, O; T-Z, 94. 

A deals and declares hearts. 

Y leads king of dubs. A tramps and 
leads two rounds of tramps. When tiie 
best tramp is against you, the usual way is 
to force it out on some other suit rather 
than to lead for it. in this case, as A holds 
only two cards of his partner's suit, the 
better play is for A to lead for the queen of 
hearts in order to certainly make the spade 
suit. 

Score: A-B, 12; Y-Z, i. 



CORRECT BRIDGE 



101 



HAND No. i6. 



4 AQJ874 
4 58 
4b 654 
▼ 05 

4 08 



4 10 5 2 


B 


♦ K 




4 AKQ0878 


Y Z 


▼ J8 


A 



4 Q J 10 8 2 
4 J 10 2 
▼ Q42 



4 K6 

4 A0764 

4- 

^ AK 107 6 3 





T 


B 


z 


A 




K* 


4* 


a* 


8t 




ey 


6Y 


aV 


KY 




JV 


»¥ 


4r 


iJt 




»♦ 


»♦ 


H 


Tf 




K* 


»♦ 


Af 




«♦ 


4* 


8* 


K 4 




10 ♦ 


J4 


»♦ 


8* 




8* 


A «|t 


»♦ 


-*♦ 




T* 


Q^ 


8* 


«♦ 


M 


e« 




10 4 


?♦ 


U 


»♦ 


7 <► 


J4 


e« 


It 


Q^^ 


6^^ 


lo* 


7V 


IS 


A* 


64 


J* 


xoif 



102 CORRECT BRIDGB 



HAND No. 17. 



Savin^r Small Tmmp to Give Partner 
Lead. 

score: a-b, 24; Y-z, 12. 
A deals and makes it hearts. 

Y leads king of spades. B plays ace of 
spades and leads 2 of hearts. At trick four 
A leads king of diamonds. Y plays ace 
of diamonds and leads queen of spades. 
A trumps with 6 of hearts in order that he 
may throw the lead into B*s hand with his 
3 of hearts after he leads queen and jack of 
diamonds, and hand is made. 

Score: A-B, 12; small slam Y-Z, i. 
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HAND No. iS. 



Tijifig to Taktt Oat Re-Eotfy. 

score: "xx>vb.all.'* 
A deals and makes <*no-trum];>." 
Y leads 8 of dubs. A takes it with jack 
of dubs, then tries to dear the spade stdt. 
At trick four Z, knowing that the jack of 
ispades in A*s hand blocks B's spade suit, 
'tries to take out B's re-entry, the ace of 
hearts, before A can get rid of the jack of 
spades. At trick six A is able to discard 
the jack of spades on the ace of hearts. 
Score: A-B, lo; Y-Z, 3. 
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Keeping: Lead in the Rii^ht Hand to 

Prevent a Hi^rh Card in Opponent'a 

Hand from Making a Trick. 

score: '*love-aix.** 
A deals and makes it hearts. 
Y leads 7 of diamonds and Z takes it with 
the ace, and as he knows that both oppo- 
nents are out of diamonds, makes the only 
remaining lead in his hand, the ace of dubs, 
then the 5 of clubs. At trick four B leads 
the queen of hearts, as Z holds four to the 
king he does not cover. A finesses and 
plays the 9 of hearts in order to keep the 
lead (on the next trick) in B's hand in case 
the finesse wins. It will be necessary to 
lead trumps three times from B*s hand 
should the king be three times guarded in 
Z*s hand. 
Score: A-B, 10; Y-Z, 3. 
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HAND No. 20. 



Rnle of Eleven and Finessing. 

score: a-b, 24; Y-z, 12. 
A deals and makes it diamonds. 

Y leads the 8 of spades. A by applying 
the eleven mle knows he can hold the trick 
in B's hand by playing the jack. He does 
this in order to lead the 10 of diamonds 
toward his ace and jack in order to finesse. 
After exhausting the trumps A leads queen 
of clubs toward the ace, jack, and 10 in fi's 
hand, takes the finesse, and the hand is 
made. This again illustrates one of the 
most common situations in Bridge and for 
a simple play a winner. 

Score: A-B, 12; Y-Z. i. 
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